I. HUMANITIES 1.0: THE DISCIPLINARY DIVIDE
When asked to define the humanities, the response generally describes an academic discipline that attempts to understand and critique the human experience. In practice, this definition of the traditional humanities is better understood by defining what it is not…i.e. humanities is not science. However, the humanities are very much more than the isolated monolith we have come to know. In fact, humanities disciplines represent a specific mode of inquiry and engagement with the world through the lens of the human experience. Although the sharp divide between humanities and sciences seems fundamental, it is, in fact, completely artificial. For example, it is easy to say that creating a hypothesis for a chemistry experiment is purely a scientific endeavor. However, developing a hypothesis is a process that takes place firmly within the cultural context of the scientist. That is, the scientist
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understands the science within an existing human framework. The truth is that we can never escape the humanities. It's everywhere.
There seems to be a fear within the humanities that it will be somehow overtaken by technology or science. And so, there persists a tendency to differentiate the humanities portion of scholarship, projects and curriculum from the other disciplines.
The truth is absolutely contrary to this tendency, however. Breaking down the imaginary boundaries that divide out the humanities discipline is not a weakness. Fusing the humanities into all aspects of research and inquiry will add tremendous value to all fields of study, the humanities included.
Humanities modes of inquiry are real and important.
The dividing lines between disciplines are imaginary and unimportant. The time is right for true interdisciplinarity, where the humanities and other fields have equal footing and true reciprocation. Equal footing of the disciplines within a project will help foster different perspectives and new understanding.
II. HUMANITIES 2.0: THE DIGITAL DIVIDE
The current trend in the humanities is the drive to incorporate computational methods with traditional humanities scholarship. The unintended consequence of digital humanities is that it continues to reinforce old silos. Digital humanities claims to be interdisciplinary but, at best, the work appears to be multidisciplinary instead. There isn't a strong blending, or true Interdisciplinarity, between the different scholarly activities. Projects appear divided with the humanities scholars compiling content to lob over to the technologists side so they can then build something. Currently, digital humanities projects are run by two camps that meet once at the beginning and the end. Digital humanities needs to learn that simply having an idea is not enough, creating the media is a synergetic process that is more than the content. Creating something from an idea is a mountain that requires a team to scale.
III. HUMANITIES 3.0: INTERACTIVE INTEGRATION
If digital humanities are not the answer, what is? In this journal we have coined the phrase Interactive
Humanities to define the digital -humanities intersection further. Interactive Humanities takes the emphasis off the digital and places it on the ways an audience may engage with the humanities content in the broadest possible sense. As such it is not about format, it is about experience. The lens of interactivity forces a re-assessment of humanities activities. It requires adapting the roles of technologists and humanists to engage with the process and material differently. The technologist is no longer relegated to humanities implementer, but instead is now responsible for creating mechanisms and techniques to encourage interactivity and engagement with the content. The humanist is no longer the "content expert" but must now create content within the context of interactive affordances.
For the scholars on both sides, this opens new questions to be explored. Analogous to writing a monograph, creating interactive media requires substantial research and critical thinking and, in addition, demands new interpretation of the content. The experience of creating digital media is the journey, as is writing a traditional narrative. But it is a different type of journey requiring new perspective and balance. The most obvious perspective shift is the potential for audience agency in interactive media design. The interactive process drives the mode of experience and investigation and, in fact, implies choice. The audience now has agency, guided agency to be sure, but the scholar can now step down from the tyrannical control of the expert voice. How can these questions of agency transform humanities scholarship, education and outreach?
IV. INTERACTIVE HUMANITIES: THE JOURNAL
The intention of the journal is to crack the door, and to begin a conversation about moving the discussion beyond the technical. The humanities of the 21 st century have the opportunity to radically transform. In order to be a better technologist, one needs to be a better humanist. Likewise, to be a better humanist, one must be a better technologist. However, the technology expertise important here is not digital but as the moderator of the interactive experience.
The journal seeks research, projects and discussion that seek to explore ways of radically transforming humanities scholarship.
• Examples of projects that tackle new design challenges which integrate agency with humanities questions. • Humanities in the classroom: Work that explores breaking down the divide between academic disciplines by incorporating humanities perspectives in non-humanities classes or vice versa • Humanities in the community: Work that explores interdisciplinary projects for outreach and education • Interacting with humanities content: Discussion and research on new ways of interdisciplinary methods both digital and non-digital.
